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LOADS OF FREE STUFF 
EVERY MONTH 


If you want to hear what Cap com 
are up to next, and get loads of 
free stuff, here's how. Become an Insider 
now and be the first to receive ail the 
latest news, freebies and info on your 
favourite Capcom games. Plus 5 lucky 
members every month will receive an 
exclusive Capcom T shirt. 

Register online immediately at 


www . capcom-insider. com 


and enter the code 


Street Fighter 


See you on the Inside, 
Capcom fans... 


Terms and conditions apply, see website for details 
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PRECAUTIONS 


This disc contains game software for the PSP™ (PlayStation® Portable) system. Never use r ■; 
disc on any other system, as it could damage it. Read the PSP™ system Instruction Man^a 
carefully to ensure correct usage. Do not leave the disc near heat sources or in direct sunligr: 
or excessive moisture. Do not use cracked or deformed discs or discs that have been repaired 
with adhesives as this could lead to malfunction. 



Push down one side of the disc as shown and 
gently pull upwards to remove it. Using excess 
force to remove the disc may result in damage. 



Place the disc as shown, gently pressing downwards 
until it clicks into place. Storing the disc incorrectly 
may result in damage. 


HEALTH WARNING 

Always play in a well lit environment. Take regular breaks, 15 minutes every hour. Avoid playir: 
when tired or suffering from lack of sleep. Some individuals are sensitive to flashing or flicker ^: 
lights or geometric shapes and patterns, may have an undetected epileptic condition and me. 
experience epileptic seizures when watching television or playing videogames. Consult yo. 
doctor before playing videogames if you have an epileptic condition and immediately shou : 
you experience any of the following symptoms whilst playing: dizziness, altered vision, muse e 
twitching, other involuntary movement, loss of awareness, confusion and/or convulsions. 


PIRACY 

The PSP™ system and this disc contain technical protection mechanisms designed to prevent 
the unauthorised reproduction of the copyright works present on the disc. The unauthorised use 
of registered trademarks or the unauthorised reproduction of copyright works by circumventing 
these mechanisms or otherwise is prohibited by law. 

If you have any information about pirate product or methods used to circumvent our 
technical protection measures please email anti-piracy@eu.playstation.com or call you' 
local Customer Service number given at the back of this manual. 


PARENTAL CONTROL 

This PSP™ (PlayStation®Portable) Game software has a preset Parental Control Level based 
on its content. You can set the Parental Control Level on the PSP™ system to restrict 
the playback of a PSP™Game with a Parental Control Level that is higher than the level 
set on the PSP™ system. For more information, please refer to the PSP™ system 
Instruction Manual. 


ULES-00235 

STREET FIGHTER™ ALPHA3 MAX © CAPCOM U.S.A., INC. 1998, 2006 ALL RIGHTS RESERVED. Library 
programs © 2003-2006 Sony Computer Entertainment Inc. exclusively licensed to Sory Computer 
Entertainment Europe. FOR HOME USE ONLY. Unauthorised copying, adaptation, rental, lend -g, distribution, 
extraction, re-sale, arcade use, charging for use, broadcast, public performance and internet, cable or any 
telecommunications transmission, access or use of this product or any trademark or cop., 'ight work that 
forms part of this product are prohibited. Published by CE EUROPE LTD. Developed by CAPCOM CO., LTD. 


PAN EUROPEAN GAMES INFORMATION (PEGI) 
AGE-RATING SYSTEM 


The PEGI age-rating system protects minors from games unsuitable for their particular age 
group. PLEASE NOTE it is not a guide to gaming difficulty. 

Comprising two parts, PEGI allows parents and those purchasing games for children to 
make an informed choice appropriate to the age of the intended player. The first part is an 
age rating:- 



El El 


The second is icons indicating the type of content in the game. Depending on the game, there 
may be a number of such icons. The age-rating of the game reflects the intensity of this 
content. The icons are:- 



VIOLENCE BAD LANGUAGE FEAR SEXUAL CONTENT DRUGS DISCRIMINATION 
For further information visit http://www.pegi.info 


PARENTAL CONTROL LEVEL 

This game is classified according to the PEGI rating system. The PEGI rating marks and 
content descriptors are displayed on the game package (except where, by law, another 
rating system applies). The relationship between the PEGI rating system and the Parental 
Control Level is as follows: 


PARENTAL CONTROL LEVEL 

PEGI RATING AGE GROUP 
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SETTING UP 

Set up the PSP™ system according to the instructions in its instruction manual. 
Turn the PSP™ system on and the POWER indicator will light up green. The 
Home Menu will be displayed. Press the OPEN latch to open the disc cover. 
Insert the STREET FIGHTER™ ALPHA3 MAX disc with the label side facing 
the rear of the PSP™ system and then securely close the disc cover. 

Select the « icon from the Home Menu and then select the © icon. An 
image of the software will be displayed. Select the image and press the X 
button to commence loading. 

PLEASE NOTE: the information in this manual was correct at the time of 
going to print, but some minor changes may have been made late in the 
product’s development. All screenshots for this manual have been taken 
from the English version of this product, and some screenshots might 
have been taken from pre-completion screens that differ slightly from 
those in the finished product. 

MEMORY STICK DUO™ 

To save game settings and progress, insert a Memory Stick Duo™ into the 
Memory Stick Duo™ slot of the PSP™ system. Saved game data can be 
loaded from the same Memory Stick Duo™ or any Memory Stick Duo™ 
containing previously saved game data 

WIRELESS (WLAN) FEATURES 

Software titles that support Wireless (WLAN) functionality allow you 
to communicate with other PSP™ systems, download data and 
compete against other players via connection to a Wireless Local 
Area Network (WLAN). 

AD HOC MODE 

Ad Hoc Mode is a Wireless (WLAN) feature that allows 
two or more individual PSP™ systems to communicate 
directly with each other. 


GAME SHARING 

Some software titles feature Game Sharing facilities 
which enable the user to share specific game features 
with other users who do not have a PSP™Game in their 
PSP™ system. 


INFRASTRUCTURE MODE 

Infrastructure Mode is a Wireless (WLAN) feature that 
allows the PSP™ system to link to a network via a 
Wireless (WLAN) Access Point (a device used to 
connect to a Wireless network). In order to access 
Infrastructure Mode features, several additional items 
are required, including a subscription to an Internet 
Service Provider, a network device (e.g. a Wireless 
ADSL Router), a Wireless (WLAN) Access Point and a 
PC. For further information and setting up details, please 
refer to the PSP™ system Instruction Manual. 
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GAMEPLAY MODE! 


























I l | button 


R I button 


Directional 
buttons /• 


AOXD 

buttons 


POWER 

indicator 


• Volume 


Memory 
Stick Duo 11 
access 
indicator 


HOME button 
L Left speaker 
L_ Strap holder 
l_ Analog stick 
WLAN access 
indicator 


HOLD 

indicator 


Right speaker 
START button 
SELECT button 
Sound button 
Display button 


Use the directional buttons to navigate within menus and change 


options. 


Confirm Button 
Cancel Button - 


START Button 

Press the START Button during a match to pause the game. 


SELECT Button 

Use the SELECT Button to taunt your opponent. 


NORMAL MOVE 

Normal Moves use the punch or kick buttons, and moves vary 
depending on the character’s stance. 


BLOCK 

Block an opponent’s attack by pressing the direction away from the 
opponent. 


THROW 

Press =>or - ■ plus either two punch buttons or two kick buttons at the 
same time to grab and throw your opponent. 


fr Vertical jump 
■=$ Move Forward 
K Crouch 

I# Move backward/standing block ^ Diagonafbackward jump 


Diagonal forward jump 


P Crouch 


DIZZY/RECOVERY 

If an opponent’s attack renders you dizzy, recover more quickly by 
pressing the directional buttons and punch or kick buttons. 


'All buttons listed are default settings. To change the button layout, 


use the BUTTON CONFIG menu (page 12). 


SPECIAL MOVE 

Perform various special moves by combining movements of the 
directional buttons with punch and kick buttons (page 19). 

SUPER COMBO 

When your Super Combo Gauge fills up, you can perform a super¬ 
powerful move, with input commands similar to special moves 
(page 19). 


PUNCH BUTTONS 


KICK BUTTONS 



















MATCHES 

The first player to win two out of three rounds wins the match. Adjust 
the number of rounds from the Options menu. Note that in some 
gameplay modes, the number of rounds cannot be changed. 


WINNING 

Each round lasts 99 ‘counts’. Reduce your opponent’s vitality to 0 
before the time runs out to win the round. Should the timer run out 
before there is a knockout, the player with the most remaining vitality 
wins the round. Note that in some gameplay modes, the time limit 
cannot be changed. 


DRAW GAME 

A draw game occurs when both sides are knocked out at the same time, 
or when both sides have the same amount of remaining vitality when the 
time runs out. If a draw game occurs on the third round, a fourth final 
round will be played. The winner of the fourth round wins the match. 
However if the fourth round ends up a draw game as well, both sides 
lose. Adjust the number of rounds from the Options menu. Note that in 
some gameplay modes, the number of rounds cannot be changed. 


Q Score - Player’s current score. 


© Vitality Gauge - Player’s remaining vitality. 


0 Guard Power Gauge - When this gauge runs out, the player’ 


block can be broken, 


© Timer - Shows the amount of time left in the round. 


0 Win Mark - indicates the number of rounds won. 


0 Character Icon - Shows the face and name of each player. 


© Super Combo Level Gauge - Allows players to perform different 


Combos (see page 19). 


© ISM - Shows the currently selected ISM type (see page 18). 


0 Bonus Message - Various messages are displayed during 
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Press the START button 
from the Title screen to 
bring up the Mode Select 
screen. Move the cursor to 
the mode you wish to play 
using the directional keys, 
and press the Confirm 
button to select that mode. 


PLAYER SELECT 
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1. Character Select - Once 
you select a game mode, 
you will be taken to the 
character select screen. 
Move the cursor to the 
character you wish to use 
and press the <g> button. 
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2. Mode Select - If the 
“Mode Select” option is 
turned ON in the Options, 
you may select a mode for 
your character. Note that 
the default setting is OFF, 
and must be turned on to 
enable this selection. 
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3. ISM Select - Choose 
either X, A, or V ISM type 
(page 18). 


4. Speed Select - Choose a game speed. Note that speed select 
may not be available depending on Option settings. 


ARCADE MODE 

Defeat a string of 10 Al-controlled opponents to reach the ending. 

TRAINING MODE 

Define settings for yourself and your Al-controlled opponent and 
practice your skills. Press the START button during play to display the 
Training Mode Select screen. 

Al-Controlled Dummy Settings: 

action - Set your opponent’s action to stand, crouch, or 
jump. You can also choose to control the character temporarily to 
record a series of actions to loop back.* 

GUARD - Set your opponent’s guard status. 

SC GAUGE - Set the level of your opponent’s Super 
Combo Gauge. 

GR GAUGE - Set the level of your opponent’s Guard 
Power Gauge. 

stun - Set whether your opponent can be stunned or not. 

COUNTER hit - Set whether or not it is a Counter Hit when 
your opponent takes a hit. 

safe fall - Set whether or not your opponent performs 
a safe fall when knocked to the ground. 

THROW escape - Set whether or not your opponent tries 
to escape throws. 

timing guard - Set whether or not your opponent 
performs Timing Guards (page 20). 

DAMAGE reduce - Set whether or not your opponent 
has reduced damage. 

* While recording a series of moves for your opponent character to perform, 
you must wait for the timer to run out. Pressing the START button will not 
return you to the Training Select Mode. 







VARIABLE BATTLE 

Control a 2-cbaracter tag-team to join up against a single opponent, 
switching between characters at will. 

Switch characters with a punch and kick button of different strength. 

(Close) LP + MK 
(Far) LK + MP 

DRAMATIC BATTLE 

Team up with an Al-controlled partner to take on an opponent in two- 
on-one battles. 

REVERSE DRAMATIC BATTLE 

Go alone against two Al-controlled opponents at once in one-on-two 
battles. 

SURVIVAL MODE 

With a limited amount of vitality, go up against a string of opponents 
and survive as long as you can. There are 8 gameplay modes 
available for Survival Mode. 

VS ICO KUMITE 

Fight your way through a series of 100 single-round matches to 
compete for the best win-loss record out of 100. 

FINAL BATTLE 

Fight the final match against the final boss. If you win, you can view 
the game ending after just the one match. 

FREE BATTLE 

Select an opponent and difficulty level for a single head-to-head 
match. There are 5 gameplay modes available in Free Battle. 

Team battle 

Versus mode that allows up to 3 people on a team. You can select 
an ISM type for each character. Also with the Gauge Reset option, 
you can select to reset the Super Combo Level Gauge to the max 
when you lose and switch to the next character. 


WORLD TOUR MODE 

Beginning A New World Tour Game 

Start from the beginning or pick up from where you left off. 

New Game 

Select a character and start from the beginning. 

Load Game 

Load previous save data and continue building up your character. 

*To play as a different character, you must start a New Game from the 
beginning. 

World Map Stage Select 

Select the stage you wish to visit from the world map. Selecting a 
stage will bring up a menu with the following options: 

BATTLE - Starts the match. 

SETUP - Move to the ISM setup screen. 

SAVE - Save your progress. This is the only place in World Tour 
Mode that you can save your game, so don’t forget to do it. 

^Saving requires 128KB of free space. 

Battles - The Path to Strength 

Your journey begins in Asia. Complete a stage and select the next 
stage you wish to advance to. Complete all the stages in the area (i.e. 
Asia) to advance to the next area, building your character as you go. 

Leveling Up 

Gain valuable experience points by defeating opponents. Once you 
earn a certain amount of experience points, your level goes up, 
increasing your stats (abilities). 

ISM Plus 

Somewhere within each area you can acquire an ISM Plus that 
boosts your character’s abilities (page 18). 

ISM Level-Up 

Each ISM gains experience points separately, and grows in power. 
The status set from the ISM Select screen also affects ability 
boosts from leveling up. 




ISM setup screen 


o 

0 


0 
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This screen allows you to customize your character. 

o Character Name 
Q Character Level* 

0 Current Total Experience Points 
o ISM Select Cursor 
0 ISM list 
0 Speed Select 
0 Acquired ISM Plus’s 
0 ISM Plus description 
0 Status 

*The maximum player level is 32. Once you reach level 32, the 
ISM level also stops going up. 

1 -ISM Select 

Move the cursor to the ISM you wish to use. 

2 - Speed Select 

Select the preferred match speed. 

*Depending on the Option mode settings, this option may not be 
available from this screen. 

Stages 

There are many, many stages available in the World Tour mode, 
including special stages with specific conditions, such as stages 
where only Super Combos do damage. Below are two examples: 



Survival Stage 

Fight multiple enemies in succession and defeat them all with a 
limited amount of health. 


Team Battle Stage 

Go up against teams of 2 or 3 characters, and defeat them all to proceed. 

ENTRY MODE 

Use Entry Mode to take 
characters built up with 
World Tour Mode or created 
in Edit Mode and use them 
in the other gameplay 
modes by loading the 
character data and entering 
it in the registry. The data 
for this character will be converted to Entry Character Data and 
appear on the character select screens for the other modes. 

* Loading a character into the Entry screen does not load the 
Option settings, high scores, etc. 

* Characters loaded into Entry Mode may not be available for use 
again in World Tour Mode, etc. 

* Characters loaded to slots 1-3 can be used in Network play. 

EDIT MODE 

Use the Edit Mode to create 
a custom character for use 
in other gameplay modes. 
Create the kind of character 
you want by assigning 
points to various attributes. 


Note: Custom characters created here cannot be used in World 
Tour Mode. 







OPTION MODE 

Adjust various joptions here. 


GAM6 OPTION 


DIFFICULTY * + ■ 

TI HE 39 
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OARAGE *• 

SPEED FREE? 

S.C. GAUGE HAX 

NODE SELECT OFF 

PLAYER SIDE IP 

8GH VOLUHE TS 

S-E-VOLUHE 15 

DEFAULT 
EXIT 


GAME OPTION 

Adjust settings and rules for matches. 

• Difficulty - Difficulty level of the game’s A.I. 

• Time - Time limit for each round. 

• Rounds - Number of rounds per match. 

• Damage - Attack strength of moves during matches. 

• Speed - Game speed during matches. 

• S.C. Gauge - Default level of the Super Combo Gauge. 

• Mode Select - Turn Mode Select on/off (page 18). 

• Player Side - Start the match on the left (1P) or right (2P) side. 

• BGM Volume - Adjust the volume of the in-game music from 0-15. 

• S.E. Volume - Adjust the volume of the in-game sound effects from 0-15. 

• Default - Return all options to their default settings. 

• Exit - Return to the main menu. 

Notes: 

• Some game modes do not follow changes in certain settings. 

• Some game modes do not reflect changes in settings for time 
limit or number of rounds. 


BUTTON CONFIG 
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• Same Strength P+K - Use to perform original combos 

• Special / Super Combos - Assign special moves or Super 
Combos to a single button. 

• VARIABLE 1 and VARIABLE 2 - Use for the player change at 
"VARIABLE BATTLE" (VARIABLE : close range /VARIABLE 2: 
long range) 

Command 

Adjust the amount of time allowed to enter commands for special 
moves. “Arcade” is the shortest, and “Long” is the longest. 

Type 

Change to “Easy” to make it easier to input commands. 

Rapid 

Turn the rapid fire function for buttons on/off. 

Note: Button settings can also be modified during a match through 
the pause menu. 

Top Secret Information: 

Moves that require pressing all three punch or kick buttons at the 
same time can also be performed with the following button 
combinations: 

PPP: LP+HK (or LK + HP) 

KKK: MP+HK (or MK +HP) 


Note: Does not apply to moves that require charging, like Balrog’s Turn 
Punch, or Throw moves that require two buttons to be pressed at once. 
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C0NMN0 NORMAL 
TYPE EA5Y 

RAPID OFF 

DEFAULT 
EXIT 


BUTTON CONFIG 

Customize the button configuration by assigning buttons for the 
punch and kick attacks. 

Special Commands 

You can assign a single button to perform special commands. 

• 3 Buttons at Once - (3 x P or 3 x K) - Assign all three punch or all 
three kick buttons to a single button, useful for special or throw moves. 
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SCREEN SETTING 
Screen Size 

Set the screen setting to Wide or Normal. When set to wide, the 
gameplay screen will fill up the entire screen. 

Wallpaper 

When you have the screen size setting set to Normal, you can 
select to have a wallpaper image displayed on the sides of the 
screen to fill up the area. There are a number of wallpaper images 
to choose from. 

SAVE/LOAD 

Save and load data and settings. 

• Save - Manually save changes made to the options or hi-scores 
attained in Arcade Mode. 

• Load - Load settings, scores, and data from a saved file. 

• Delete - Delete saved data files. 

• Auto-save - Turn the auto save function on/off. 

Notes: 

• With Auto-save turned on, changes to option settings, high scores, 
etc. will be saved automatically. 

• Memory Stick Duo ™ (sold separately) is required to save game data. 

• Insert it into the Memory Stick Duo™ slot before attempting to save. 

• This game requires at least 256KB of free space to save play records. 

• Memory Stick Duo™ is automatically checked when booting the 
game, so please insert your Memory Stick Duo ™ with your game 
data before powering up the system. 

• Do not remove the Memory Stick Duo™ during save or load 
operations, as this may corrupt the save data. 

SCORE RANKING 

View rankings for Arcade Mode, Survival Mode, and VS 100 Kumite Mode. 

With the Wireless (WLAN) features, you can connect to other PSP™ 
systems to send data and use the Ad-Hoc mode to go head-to-head. 


NETWORK MODE 


VS Mode 

Go head-to-head with 
another player. Once a 
match is over, replay with 
the same settings, or select 
different characters and play 
again. 


Team Battle 

Select up to 3 characters for a team, and defeat your opponent’s team 
a character at a time. 

Variable Battle 

Enjoy Variable Battles with multiple people. With two players, 
Al-controlled characters are also used. 

Dramatic Battle 

Enjoy Dramatic Battles with multiple people. With two players, 
Al-controlled characters are also used. 

Using Ad-Hoc 

After confirming that the WLAN switch is set to ON, select NETWORK 
from the mode selection screen. From the mode selection screen for 
Network, use the directional buttons to select a mode, and the x 
button to confirm and be connected to the mode’s menu selection and 
standby screen. 

Note: Options cannot be modified during an Ad-Hoc versus match. 
Please verify all settings are correct before entering Network mode. 

LOBBY SCREEN 

Once you connect to the 
Lobby, a list of users that 
can be challenged is 
displayed for you to choose 
from. If you choose to do 
nothing, you will be on 
standby until someone 
challenges you. Once both sides agree to the challenge, the person who 
received the challenge becomes Player 1, and the person who sent the 
challenge becomes Player 2, with Player 1 setting the match rules. 
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1. User Ust - List of nicknames of players that can be challenged. 

2. Your Nickname - Shows your own nickname. 

3. Players Online - Shows the number of people online who can be 
connected to. 

‘Pressing the x Button to exit the Lobby and return to the Network 
mode selection screen. 

*The nickname setting is carried over from the PSP™ itself. Refer to 
the PSP™ manual for information about the nickname. 

NETWORK BATTLE TYPES 

VS MODE 

Play one-on-one matches. Select a Versus mode from among 3 types. 

TEAM BATTLE 

Play team battles with up to 3 characters per team. Select a gameplay 
mode from among 3 types. Characters battle one at a time, with the 
winner moving to the next round with a just a certain amount of 
vitality restored. Defeat all members of your opponent’s team to win. 

VARIABLE BATTLE 

Select the team setup before the character select screen. With two 
players, the third character becomes Al-controlled. If both characters 
on the 2-person team are controlled by players, the player on stand¬ 
by may jump in during the match without waiting to be brought in by 
the other player. 


DRAMATIC BATTLE 

Like Variable Battles, you select the team setup before the character 
select screen. Up to 3 players can compete in 2-on-1 matches, with 
all players on the screen at once. 

VERSUS MODES 

In VS MODE and TEAM BATTLE, you can select the type of system for 
selecting your opponent. 



Single 

Play against a single player 
in multiple matches until 
one side quits or cancels. 

League 

Play in a league of two to 
eight players. To start 
league play, one person 


chooses to become the Host 
and creates a lobby, and 
other players join in as 
Guests. The host sets the 
rules for the matches, etc. 
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controlled by Al. Just as with League 
Host and Guests join from there. 
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Tournament 

Play in an 8-person 
tournament with 2 or more 
players, if there are not 8 
players present, other 
tournament contestants are 
mode, one player becomes the 


Q) What is "wireless"? 

Wireless (WLAN) is a type of wireless data transmission technology 
that comes built in to the the PSP™ system. This game uses the Ad 
Hoc mode to enable network play Wireless. 

Q) What is Ad Hoc Mode? 

Ad Hoc is a type of wireless (WLAN) network connection that does not 
require “wireless access points” because it connects you directly with 
other the PSP™ systems in the proximity. 

Q) Do I need anything special to play 
Ad Hoc mode? 

Nothing, except for your PSP™ and your copy of Street Fighter™ 
Alpha3 Max. 

Q) I can’t seem to connect. 

Check to make sure your WLAN switch is set to ON. If you discover 
that it is turned OFF, turn it ON and re-enter the Network Mode from 
the main menu. 


Q) While playing Ad Hoc mode, sometimes 
the screen freezes and starts again, or 
slows down really bad. 

If you occasionally experience such behavior, it may be due to a weak 
or bad wireless connection. This may be due to, for example, location, 
distance between you and the other players, interference, etc. 






Select from among three types of ISMs. 


x-ism - "Simple ISM with one powerful Super Combo. Good for 
beginners. 

a-ism - Standard ISM with multiple Super Combo moves. 

V-ISM - Only ISM where original combos can be used. Allows 
various combination moves possible. 


Number of Super Combos 
Super Combo Level 

Original Combos _ 

Mid-Air Guard _ 

Attack Power _ 

Defense Power _ 

Alpha Counter 


A-ISM 

2 or more 

3 Levels 

No 

Yes 

Standard 

Standard 

Yes 


V-ISM 

_0 _ 

2 Levels 

(Prig. Combo) 

Yes 

Yes 

Low 

Standard 

Yes 


MSM - Characters registered through Entry Mode have special I 
ISM gauges. These gauges depend on how the character was leveled 
up in World Tour Mode (page 9). 

MODE SELECT 

If MODE SELECT is ON in Options mode (page 12), you can select a 
mode for your character. (The default is OFF, so you must turn this 
option ON in Options mode to enable this selection.) 


Standard mode. _ 

Boosts attack power very high, drops defense power 

very low. One hit and you could be toast. _ 

Greatly lowers all character abilities, for people very 

confident in their skills. _ 

Characters perform in the style of Street Fighter II, 
with no Super Combo gauge or Guard Power gauge. 


Performing normal moves and special moves fills up your Super 
Combo Level gauge. Once this gauge reaches a certain point, the 
level increases, allowing you to use Super Combos, Alpha Counters, 
or Custom Combos. 


A-ISAfl 


There are 3 levels to A-ISM, with higher levels producing more 
powerful attacks. The level is determined by the type of button 
pressed, and different levels of Super Combos use different amounts 
of energy from the gauge (Weak -> Level 1 / Medium -> Level 2 / 
Hard -> Level 3) 


X-ISM 


X-ISM has one level, and the gauge must be completely full to 
perform a Super Combo. One Super Combo move uses up all the 
energy in the gauge. 


CUSTOM COMBOS 



With V-ISM selected, charge the Super Combo Level Gauge up to 
above 50%, and then press a punch and kick button of the same 
strength to summon a double of your character for a short amount of 
time. Control this double well and create original combos of your own. 
The strength of the punch/kick buttons pressed to summon it (Light, 
Medium, Hard) determines the interval it is there. You cannot guard 
while the double is present, and the double stays on the screen until 
the timer runs out, or until you are hit and take damage. 










GUARD 

Press the directional buttons in the direction away from your opponent 
to guard attacks. You can guard high attacks while standing (high S' 

guard) and low attacks while crouching (low guard). Low (crouch) i 

attacks cannot be blocked with standing high guards. You can also 
guard while in the air (except for X-ISM). When going up against 2 a 
enemies at once, if you are not in the middle of an attack, you will 
guard incoming attacks on the same level (high/low) automatically. 

DEFENSIVE FALL 

If you get knocked down from the air or on the ground, press two punch 
buttons at the same time to perform a defensive fall from the air, or two 
kick buttons to perform a defensive fall on the ground (you cannot 
perform defensive fall on the ground with when using X-ISM). Not 
performing a defensive fall may leave you on the ground open for attack. 

THROW/ESCAPE 

When close to an opponent, press either <por^> and either two punch 
or kick buttons to grab and throw your opponent. Throws cannot be 
blocked against, so they can be useful against opponents who 
continue to guard your attacks. If you are grabbed and about to be 
thrown, enter the same throw command to escape from it. 

ALPHA COUNTER 

When blocking an attack, press • or^ towards your opponent and press 
a punch and a kick button of the same strength to perform a counter 
attack from the guard position (not available with X-ISM). This move uses 
one Super Combo level and shortens the Guard Power Gauge. 

GUARD CRUSH 

Your Guard Power Gauge shortens while you are guarding attacks. 

When the gauge reaches zero, you will no longer be able to guard any 
attacks. This gauge will gradually fill back up when you are not 
guarding. Performing an Alpha Counter uses energy from this gauge. 

DAMAGE REDUCE / TIMING GUARD 

Press a directional button or punch or kick while being attacked or 
while guarding to reduce the amount of damage taken. You can also 
time a guard right before being attacked to reduce the amount of 
damage taken and GP Gauge used. 

TAUNT 

Press the SELECT button to taunt your opponent. This is the default 
button. To assign taunting to a different button, use the Button Config 
menu in Options (page 12). 
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DAY DREAM HEADLOCK 


O + t 






































Iinessv 

aaa Jama 


PJBZBH IBOjdOJJ. 


J9>|B8jg 
IjBijs asj8A8y 


J9l|SBLUS 
3AUQ auids 


B 06 U 0 A 08 UOUUBQ 


a>|U)S UOUUBQ 


UOjlBUjqiUOQ 


1 ©-©to Of 

1 □ 

1 @+o +<310 

□ 

jafiuaAay ling i 

8!pj|8 am 1 

1 ©+© 


□ 

u|Bi|Q npuBg 

1 ©+© 

U|Bl|Q 

□ 

J8J8pjn|A| 



B 

ujoh ling 

@ + 4 €D 1 ©► 


□ 

PB8H ling 


1 8ABl|S punojg 

□ jj 

Buj||oy 

^ + *© i ©♦ 1 

dais >|3eg 

□ ] 


0 + © sd 

6uj||oy |BOj)ja/\ 

▼ B 


@ + 1 

>|3Bhv Buj||oy 

□ I 


Sdvi aidva 

japunqi oupaig 

^ D ■ 


'% v 

1 

p Mar'll i 

SI 

!Hepn» maojo 

ji]sojQ ;(nj 

osniM | uo 

@*oo 1 

B ■ 

^+o + OlC 1 

B ■ 

(^+0» + *O|Q» 1 

□ m 

!* 

MOjqi oi|Oi-o 

® + © □ 1 

% 

iqsoio 

O + Qid 1 

o 

ub^bAh J8dns 

% 

i 

!>|nsjnz jadns 

@ + «© iQ» 1 

B ■ 

■SaH 

8HJEH 

nsi8jn>|BAH 

Sdviaidva I 


o 3 onvnj 3 /iuira T 'i\_ J 

□ 

ubBuooh 

OB ©♦© 

B 

a^onux 
ujds 8 |x\/ 

©+•© 

B 

8 )|!ds UOUUBQ 

© + €) 

D 

MOJJV IBJjdS 













□ □§□ 



Gurenken 


Mujinkyaku 


Ressenha 


Hosho 


Ressencho 


Yasha Gaeshi 


TO MATCH THE 
OPPONENT S ATTACK 


Arakuma 
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Kanzuki-ryu 
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SWAP STYLES BY PRESSING PUNCH 3 TIMES OR KICK 3 TIMES 
COMBINED STYLES IF X-ISM IS CHOSEN 
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Hayagake 
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# + © 

Sun Lower 

B 

"I 








SCOOP 1 


Balrog, SHIN Akuma, and 
Final M. Bison! 

After completing arcade 
mode, you can select Extra 
Balrog, SHIN Akuma and 


highlighting Balrog, SHIN 
Akuma and M. Bison and 


holding the SELECT button when you confirm the character. 
*Final M. Bison cannot be used in certain gameplay modes. 


SCOOP 2 


Secret stages 
in World Tour Mode? 

If you have over a certain 
amount of experience points 
when you complete the 
World Tour Mode, you can 
unlock more stages to play. 


SCOOP 3 - What happens when you beat World Tour Mode? 

Once you complete World Tour Mode, if you take your original I ISM 
Character and play different game modes, you’ll find... 


CUSTOMER SERVICE NUMBERS 


Australia 

'(Calls charged at local rate) 

1300 365 911* 

Belgique/Belgie/Belgien 

Tarif appel local / Lokale kosten 

011 516 406 

Ceska republika 

Po - Pa 9:00 -17:00 Sony Czech. 

222 864 111 

"anfovano die platneych telefonnlch sazeb. Pro dalsi informace a pffpadnou dalsi pomoc kontaktujte prosim 
www.playstation.sony.cz nebo volejte telefonnl cislo +420 222 864 111 

Danmark 

Dport@dk.playstation.com Man-fredag 15-21; Lor-sendag 12-15 

70 12 7013 

Deutschland 

’ },12 Euro/minute) Montag bis Freitag, 10.00 bis 20.0 

01805 766 977* 

EAAa5a 

’ESvjai XpEuari 

801 11 92000* 

Espafia 

*=^fa nacional 

902 102 102 

France 

< d'un appel local - ouvert du lundi au samedi 

0820 31 32 33 

Ireland 

- calls charged at National Rate 

0818 365065 

Israel 

09 971170 

Italia 

—-vYen 8:00 - 18:30 e Sab 8:00 -13:00: 11,88 centesimi di euro + IVA al minuto 

199 116 266 

^estivi: 4,75 centesimi di euro + IVA al minuto. Telefoni cellulari secondo il piano tariffario prescelto 

Malta 

Local Rate. 

23 436300 

Nederland 

0495 574 817 

a e -ssten. Gesprekken kunnen voor trainingsdoeleinden worden opgenomen 

New Zealand 

09 415 2447 

Norge 

: :: v:< startavgift og deretter 0.39 NOK pr. Minutt 

:-i;o:-r6no.playstation.com Man-fredag 15-21; Lor-sondag 12-15 

81 55 09 70 

Osterreich 

* I "5 E^ro/Minute) 

0820 44 45 40* 

POCCMH 

+7 (095) 238-3632 

Portugal 

* Seem co de Atendimento ao Consumidor/Servigo Tecnico 

707 23 23 10* 

Suisse/Schweiz/Svizzera 

- 2Tf appei national / Nationaler Tarif / Tariffa Nazionale 

0848 84 00 85 

Suomi 

0600 411 911 

: 79 Euro/min + pvm fi-hotline@nordiskfilm.com maanantai - perjantai 15-21 

Sverige 

support@se.playstation.com Man-Fre 15-21, Lor-sondag 12-15 

08 587 822 25 

UK 

Vsdonal rate. Calls may be recorded for training purposes 

08705 99 88 77 


Please call these Customer Service Numbers only for PSP Hardware Support. 


































